
Summarizing E-Sports 

Matches and Tournaments

Abstract. E-sports is the result of organized leagues 
and tour naments in which players can compete in 
controlled environments and viewers can experi-
ence the matches, discuss and criticize, just like in 
physical sports. However, as traditional sports, 
e-sports matches may be long and contain less in-
teresting parts, introducing the challenge of pro-
ducing well directed summaries and highlights. In 
this paper, we describe our e�orts to approach the 
game streaming and e-sports phenomena from a 
multimedia research point of view. We focus on the 
challenge of summarizing matches from specific 
relevant game, Counter-Strike: Global O�ensive 
(CS:GO). We survey related work, describe the rules 
and structure of the game and identify the main 
challenges for summarizing e-sports matches. With 
this contribution, we aim to foster multimedia re-
search in the area of e-sports and game streaming.

Conclusions & Challenges
* Synchronization issues: up to 40 seconds dif-

ference between metadata and actual time 
points.

* Complexity of CS:GO as a challenge; which 
parts are interesting and which are less so?

* How to evaluate: Judges ranked based on 
Likert scale, but a qualitative evaluation was 
necessary
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